There are few experiences using Social Web (or Web 2.0) for collaborative learning in public schools of Chile; therefore this is an emerging challenge for professors of the techno-pedagogical units. This article describes innovation strategies that incorporate Social Web tools in the formal education process in Chile. Using scholar ethnographies we describe 26 different classrooms experiences (between 2010 and 2012) using YouTube (for secondary schools) and GigaPan (for primary schools) to teach history and language contents, respectively. The main conclusions show the motivational drive that the Social Web provides in the regular classroom setting. The teachers valued positively the result of the students work groups, and the exchange of experiences among groups.
Introduction
The relevance of the information and communications technologies (ICTs) in teaching-learning processes is a matter of discussion. Evidently, a learning process is complex enough to think that simple implementation of technology can automatically induce more and better learning. Moreover the adoption of Web 2.0 in education remains modest compared with its uses in the daily life (Crook, 2012) . However, it cannot be denied the motivational value that currently dialogical tools brings to children and young people (Cladellas, Cárcamo, & Castelló, 2011) . Also, experiences with mobile technologies have been promoted as achieving an impact in the classroom (Wang, Shen, Novak, & Pan, 2009) . schools in 12 cities in the south of Chile.
The initiative mixed elements of learning based on collaborative learning projects (Palacheewa, Suwannatthachote, & Nilsook, 2012) . With the goal of encouraging synergies within an active school, making more visible the products of the classroom projects in Web 2.0, and developing collaboration dynamics between the students. Kelluwen promoted the implementation of 16 Design Didactics (DD). A Didactic design is the planning of a unit scholar contents in Language or History. Every DD connect times, contents and activities in the learning process (Cárcamo & Troncoso, 2013) . Specifically, these DD involved periods from four to six weeks of classes, paring regular curriculum contents, mediation from Web 2.0 tools and co-evaluation processes between inter-classrooms of different schools. 2 of 16 Design Didactics proposes the production of audiovisual task of learning. These were the cases described in this paper (Table 1) .
In the DD "Constructing a diorama of the 20th Century" contemplated the participation of 16 classrooms from secondary schools, and for the case named "I'll tell you my story," 10 classrooms were involved from primary schools. In the first of these initiatives, YouTube was used to publish audiovisuals elaborated by the students. In the second, the students used GigaPan in order to articulate the task of settings of the literary pieces in high-definition photographs.
Study method: The methodology is based on a case study approach (Stake, 1995; Yin, 1994; Yuen, Law, & Wong, 2003) . The ethnography is build around the teacher's interviews (Ogbu, 1981) and field notes from investigators that participated in the executed DDs. The study questions which guided our reflections were: 1) Do the teachers have favorable, negative or mixed perceptions on the educative innovation with Gigapan or YouTube?
2) Do the teachers have favorable, negative or mixed perceptions on the collaborative work and co-evaluation in your classrooms?
This study is based on teachers perspectives (Concannon, Brown, & Brown, 2013) . To incorporate the social web in education depend of to break traditional strategies in teaching.
Participants: 1) Teachers chosen for the study are from primary and secondary public schools which have participated in Kelluwen Project. 26 teachers were involved in this study, from 25 and 45 year old, 14 women and 12 men. Teachers average age is 34.5 years. 2) Transference researchers are teachers and postgrade student, from 24 to 27 years old. The average age for transference researchers is 25 years. They are women teachers of social sciences and language and advanced users in ICT.
Data gathering: The data were obtained from: 1) Reports and observational notes of researcher in situ every week. Four transference researchers wrote reports based on observational notes and planning meetings. Every week visit to teachers and classrooms one time. The researcher helped to teachers, resolved technical questions and observed work in computational laboratories.
2) Teacher's autoreport. At the end of the transference process, every teacher wrote an autoreport for evaluating their classroom, analyzing the innovation, the collaborative work, reception of the students and audiovisual evidence of learning.
3) In-depth interviews to teachers. Each interview lasted between 25 to 30 minutes. All interviews were semi structured, with consent from the respondents, all the discussions and interviews were audio recorded.
The data language is Spanish. Whenever data transcripts are relevant to support analysis presentation, an English version of them will be provided.
Analysis: The large number of classrooms and teachers considered here made it possible to apply a qualitative approach to the data. Transcripts were organized in software (QDA-Miner) that preserved details of speaker gender, school and year group. Sections of the conversations were identified that concerned participants orientation to technology and the Web 2.0 within school. For qualitative analysis, a Grounded Theory approach towards extracting perspectives on these themes was adopted
Results and Discussion
In 3 years of Kelluwen Project participated 57 schools of 17 municipalities (councils) in 3 regions (states) of Chile. Every experience lasted 4 to 6 classroom´s weeks. In general, 33 classrooms didn't achieve to work 70% of activities, others 33 achieved between 70% and 99%. Finally, 95 classrooms achieved all activities proposed in the innovation (Kelluwen Project).
Specifically, in "Constructing a diorama of the 20th Century" (Classrooms A) and "I'll tell you my story" (Classrooms B), three classrooms didn't achieved to do 70% of activities, others three achieved between 70% and 99% and, finally, 20 classrooms achieved to finish all activities (Figure 1) .
Using YouTube for the Critical Expression of History
"Constructing a diorama of the 20th Century" was conceived in the year 2010 with the objective that the teachers, supported by a general vision of the history of the 20th century, could propose a discussion about historical milestones that generated human catastrophes, which today leave a hard lesson about human rights violations.
The work with the professors permitted the installation of a proposal that resulted attractive for the students, given the familiarization with the audiovisual narratives (Figure 2 ). On occasions, the technical expertise of the professors allowed them to incorporate enriching modifications to the DD. In this manner, such as in the Liceo of Quellón (Quellón School), the professor proposed the use of a software called aTubeCatcher to download audiovisual segments from the Internet, with the goal of enhancing the production work of messages with transmedia sense.
" Of course the potential of "Constructing a diorama of the 20th Century", did not reside only in the technical-practical dimensions of the didactic task, but also in the empowerment of the students as opinionated subjects regarding history and their environment. The revision of the historical milestones related to the economic depression of the 1930s, or the industrialization of the Oriental world gave place for the creation of audiovisuals related to working-class poverty and child labor. The participating professors pointed out that it was very important that work with human rights was able to be carried out, given that the students saw how vulnerable they were on a daily basis. Also, upon working with the Kelluwen methodology, the professors could observe as students from other regions embarked on the same experiences as their peers. The dialogic learning processes are added, in the majority of the DD, though the co-evaluation of the learning evidence from sister classrooms (Figure 3) , or from the tasks from the same classroom, with the objective of making the students participate in processes that normally remain reduced to teacher criterion.
The program aTubeCatcher was used in the activity 'The 20th Century through images'. During the first half of the development phase, the students used the program to download from the web videos that had information about the topics that each group was executing: the decolonization of India, the anti-nuclear movement, among others. This alternative was proposed by the professor to improve the construction of the videos in the DD
" 
Gigapan: Recreating Literature with High-Definition Photos
The experiences from the DD "I'll tell you my story" proposed an active approach to the literary works suggested by the scholarly curriculum. In the year 2011, the contact with the Carnegie Mellon University, made access to equipment possible which robotized the photo capture of panoramic scenes in high-definition with GigaPan.
The project GigaPan Youth Exchange combined cultural uncertainties, photo technology and social web, allowing students to share their school culture from the south of Chile. The experiences of the professors from primary schools from Valdivia and Puerto Varas, highlighted the value of technological novelty, and the organization of the work in groups overcoming technical difficulties.
"Kelluwen is more didactic, and the students can learn, doing it themselves, as well as looking for and selecting information by themselves. In this sense, I think it is much more entertaining for the student, the teacher links them to learning in a fun way, such as a game, and the students see it that way." Professor from Escuela Mexico of Valdivia
The investigation aimed to make GigaPan equipment available for the tasks carried out by students from primary school (7th and 8th grades). To do this, a didactic strategy was proposed that would permit the revitalization of literature acquisition processes. This was realized through an initiative of the active school that combined traditional literature, performativity and the audiovisual register online.
GigaPan is a technology that resulted completely unknown by the teachers that participated in the learning ini- tiatives based on the project. It is for this reason that the on-site group tasks for the Kelluwen team implicated a strategy of technological training that permitted the appropriation by the professor and the course group. It was very important to avoid that the innovation was transformed into a stumbling block that led to the abandonment of the DD. The design "I'll tell you my story" was centered in reading, analysis and representation of a story in groups of six students. The group work was executed in base of reading comprehension and literary analysis of stories with respect to the narrators, characters and spaces that a narrative story can present. In parallel to the curricular requirement, the students had the possibility to learn about the functionalities of the Web 2.0 tools-take photos with GigaPan and share them with sister classrooms. This articulation generated a great expectation within the students.
" For this DD, the groups centered on their work in the representation of a scene of a previously analyzed story. In this way, the students shared their visions of the literary text with the sister classrooms through the tool www.gigapan.org and support from the robot GigaPan. Finally, the students gave feedback on the activities of the other students and evaluated their own personal work.
"The principal use of the educational platform gigapan.org was destined to the publication, valorization and feedback on the processes elaborated by each work group and sister classroom. The students achieved the initial management of the platform, being able to recognize elements of literary analysis, comment, and give feedback using "hash tags" in the scenes of the stories represented." Transference researcher, talking about experiences from the Escuela México, Valdivia.
It is important to note that the technological appropriation should contemplate the differences in each school´s context. For example, while in the school in Valdivia, the professor worked with a large group of students, (32), in the Rural School of Puerto Varas, there were only 11 students. From a technological training standpoint, the contexts were dissimilar, especially in the Rural School, where most of the students were setting up email accounts for the first time. In Valdivia, most of the students already had email or Facebook accounts which they used habitually.
The extracurricular progress that the present DD showed, had to do with the protagonism and autonomy that the students acquired during the execution of the design, which let them work in a active and enthusiastic manner in order to obtain a quality scholarly product (Figure 4) . Upon taking responsibility for their own teaching-learning processes, the students showed interest in the acquisition of knowledge.
"Once the generic aspects of the story were assimilated, the professor oriented each group of students, paying attention to the details of the story to complete a planning worksheet of the photo session. The students selected a scene from the story to represent, and in the workbook, they detailed aspects such as: locations, characters, scenes, and the wardrobe necessary to mount the representation. During the week, they obtained the artifacts for the creation of their scene." Transference researcher, from the experience in the Rural School Horizonte of Puerto Varas.
GigaPan, as a tool applied to the development of literary interpretation and group work skills, was transformed into a motivational motor for the collaboration dynamics that were demanded from the DD. In this manner, the collaborative didactic activities, with ITC integration, resulted to be functional for the sequence of the expected learning objectives. In the time that was dedicated to the formal curriculum, the students also developed technological competencies, a group work culture and even in the affective relationships between the students and the teachers.
"The positive value places on the teacher was evidenced as much by the sense of confidence generated by Kelluwen, as the ITC competencies, management and appropriation of the DD, use of the Kelluwen platform to 
Conclusions
The evidences of data gathering propose a positive teacher's perceptions front the ICT. The achieves in "Constructing a diorama of the 20th Century" and "I'll tell you my story" more than general achieves in Kelluwen project.
The experiences contemplate students very willing to adapt to the use of ITCs for learning. The professors perceive and value the motivation of the students by the student's use of the technologies, the learning based on projects, the interest in using Web 2.0 and its potential for interaction in collaborative learning. This situation is implemented through the innovation of Internet resources (De Haro, 2009 ), but achieves real development in the context of collaborative work, and the production of learning evidences.
Equal to the experiences shown by Ivala et al. (2013) in university contexts, the creation of audiovisual narratives can be a didactic practice that is successful in schools. Also, the students have sufficient tools to construct stories about curricular contents that normally are approached based on traditional reading-writing dynamics.
The co-evaluation by peers though Web 2.0 technologies opens a plethora of possibilities for the creation of didactics using collaboration and of the investigation of interactive learning dynamics, overcoming the traditional behaviorist outlines that still inhabit schools (Crook, 2012) . The professors value aspects role planning and interactions based on collaboration, for the success of a common objective that can be provided by didactics from the project Kelluwen. This project proposes that the creative uses of tools such as YouTube and GigaPan in scholarly contexts pass through the incorporation of dialogic, communicative interactions that are more than informational, as has been shown (Cladellas et al., 2011) .
Difficulties and Limitations
To finish this article, is important to make a critical reading of the difficulties in situ:
1) The Chilean educative system implies standardized evaluation for all schools. These tests are applied to all the students, and schools are ranked by the students results. Hence, public schools focus on prepare their students to answer this test but not very successfully. The final effect is promoting private education with public funding. These standarized tests push the schools to the definition of specific training dynamics, but not to the innovation and creativity
2) The innovations didactics fight against tradition. The teacher select traditional practices in order to save time. Innovation, becomes more difficult considering the time constrains, in a country where school teachers, spend more than 32 hours per week in a classroom, having a small amount of time to develop an innovation.
Finally, is important remark that we think that it is a mistake to consider the use of ITCs as an ultimate goal. The goal is to improve the learning process, and ITCs are just tools for this purpose. In our perspective, the right way is to design dynamics that-using ITCs tools-promotes values and abilities, like pro-activity, leadership, and creativity in the classroom. In that sense, the success of the Kelluwen project can be explained due the teachers compromise. They implemented constantly improving of the educational practices in the schools.
